IN THE ri.ATMc; 




1. (currently amended) A method for providing game information to a user, comprising: 
monitoring a state of a character in a game environment; and 
presenting game information to the user based on the state of the character in the 
game environment , the game information being presented to the user as a modifiration 
of the character within a context of the game environment and without using indicators 
extraneous to the game environment 

wherein the modification of the charartP r comprisps a visual moHifiratinn 
of an aspect of the cha racter not rnntrolled by the user. 

wherein the game information provide d through thp visual mndifiratinn 
of the character does not obstru ct a view of the game environment, and 

wherein the game information provide d through thp visual modifiratinr. 
of the character is associated with an objprH ve to be arrnmplished in a g am>» 

2. (original) The method of claim 1, wherein the state of the character is a position of the 
character. 



3. (original) The method of claim 1, wherein the state of the character is an action of the 
character. 



4-5. (cancelled) 



6. (currentiy amended) The method of claim [[5]] L wherein the visu^ modification of 
the character comprises modifying a direction of orientation of a head of the character 
within a range of motion appropriate to the character. 

7. (original) The method of claim 1, wherein presenting game information further 
comprises presenting audio information. 
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8. (original) The method of claim 7, wherein the audio information is presented to the user 
as statements by another character in the game environment. 

9. (original) Hie method of claim 8, wherein the other character is a companion to the 
character that is present with the character throughout the game environment. 

10. (currentiy amended) A system for providing game information to a user. 
comprising: 

a visual information module configured to visually provide game information to 
[[a]] tiie user by modifying an aspect of a character with in a context of a game 
environment and without using indicators extraneous to the game environment, 

wherein the modified aspect of th e character rnmprises an aspect of thp 
character not controller by the u.ser. 

wherein the game information prov i ded through the vi.sual modification 
of the character does not o bstruct a vi>w of the g a me environmpnf , anri 

wherein the game information provid e d through the visual moHifiraHnn 
of the character is associated with an objprti ye to be acmmplished in a g amp 

11. (previously presented) The system of claim 10, further comprising an audio 
information module configured to audibly provide game information to the user by 
initiating playback of audio signals that represent statements between characters in the 
game enviroiunrait. 



12. (currently amended) The system of claim 10, wherein the visual information module is 
ftirther configured to monitor a state of the character in the game environment and modify 
the character based on tite state of ttie character 

13. (original) The system of claim 12, wherein the state of the character is a position of the 
character. 
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14. (original) The system of claim 12, wherein the state of the character is an action of the 
character. 



15. (original) The system of claim 10, wherein the visual information module is further 
configured to modify a direction of orientation of a head of the character within a range 
motion appropriate to the character. 



16. (cancelled) 



17. (currently amended) The system of claim 11, wherein the audio information module is 
fur Aer configured to monitor a state of the character in the game environment and to select 
an appropriate audio signal of the audio signals based on the state of the charar^Pr 



18. (original) The system of claim 17, wherein the state of the character in the game 
environment is a position of the character. 



19. (original) The system of claim 17, wherein the state of the character in the game 
environment is an action of the character. 
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20. (currently amended) A computer- An oloctronic readable medium having embodied 
thereon [[a]] at least one program, the at least one program being executable by a machine 
computer to perform a method for providing game information to a user, the method 
comprising: 

monitoring a state of a character in a game environment; and 
presenting game information to the user based on the state of the character in the 
g ame environment , the game information being presented to the user as a modificatinn 
of the character within a context of the game environment and without using indicators 
extraneous to the game environment 

wherein the modification of the cha r acter comprises a visual modification 
pf an aspect of the character not controlled by the user. 

wherein the game information providp d through thp visual moHifirafinr. 
of the character does not ob struct a view of the g am p environmpnf , anH 

wherein the game information prov i ded throug h the vi.sual modification 
of the character is associated with an obprtivP to be accomp l ished in a g amP 

21. (currently amended) A system for providing game information to a user, 
comprising: 

means for monitoring a state of a character in a game environment; and 
means for presenting game information to the user based on the state of the 
^^^^^t^' in the game environment, the game information being presented to the user as 
a modification of the character within a context of the game environment and without 
using indicators extraneous to the game environment^ 

wherein the modification of the chara c ter comprisPs a visual moHifiratior. 
of an aspect o f the character not controlled by the nspr , 

wherein the game information provid e d through the visual moHifiration 
of the character does not obs truct a view of the g ame environment , anH 

wherein the game information provid e d through the visual modifiraHnti 
of the character is associated wi th an objective to be accomplished in a g amP 
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